This tutorial will provide an introduction to Unity (http://www.unity3D.com) and several VR components that are designed to work with Unity. These VR components can be used in isolation or pieced together to provide fully immersive VR experiences.
Prerequisites and intended audience
We suggest that attendees bring their own laptop with Unity installed and may optionally bring their own VR peripherals. Whereas bringing your own laptop is not required, you will retain the information provided in the lessons much better if you are an active participant working along with the speakers. We also suggest users have already installed software that speakers will be talking about such as -the Oculus Unity package (https://developer.oculusvr.com/) -the Sixense Unity plug-in (http://sixense.com/sixensestudios/unity-plugin) -MiddleVR (http://www.imin-vr.com/middlevr-for-unity/) -the Virtual Human Toolkit. (https://vhtoolkit.ict.usc.edu/) -Impulsonic (http://impulsonic.com/vr2014) Some of the speakers will be available before the tutorial begins (8:00am to 9:00am) to help those who have not yet installed the software.
The day will start at a basic level for those who are new to Unity. For the morning session, no programming experience will be required although the speakers will spend part of their time talking about code. The complexity of topics will expand as the day goes on and we expect some participants to not attend the entire day-those new to Unity might only attend morning sessions and advanced users might choose to only attend sessions of interest.
Speakers:
Jason Jerald (jason@nextgeninteractions.com) is founder and President of NextGen Interactions, a company that provides consulting services and product development in the areas of virtual/augmented reality, interactive 3D graphics, and human-computer interaction. Jason's virtual reality work has been featured on ABC's Shark Tank, in the New York Times, and on the cover of the MIT Press Journal Presence: Teleoperators and Telepresence. He serves on company advisory boards and conference committees, including IEEE VR and 3DUI. Jason received a Bachelors in Science with an Emphasis in Computer Graphics and minors in Mathematics and Electrical Engineering from Washington State University. He received his PhD in Computer Science from the University of North Carolina at Chapel Hill with a focus on virtual reality and visual-temporal perception. Jason holds over 20 publications and patents in the areas of computer graphics, human-computer interaction, and virtual/augmented reality.
Sébastien Kuntz (sebastien.kuntz@imin-vr.com) is the founder and president of "i'm in VR", a company focusing on immersive VR, and offering MiddleVR, a generic VR plugin. Sébastien is a board member of the French VR association AFRV and teaches VR at engineering schools and at game designers schools. Sébastien has more than 10 years of experience in VR. Prior to " i'm in VR", he worked at Virtools / Dassault Systèmes as the lead Virtual Reality engineer and at SNCF (french railways) on a VR Engine and VR Simulators (FIACRE and SIMURAT).
Lakulish Antani (lakulish@impulsonic.com) is co-founder and VP (Engineering) of Impulsonic, Inc. He has a PhD in real-time sound simulation from the University of North Carolina at Chapel Hill, and a B. Tech in computer science from the Indian Institute of Technology, Bombay. His research has been published and presented at leading venues in computer graphics and virtual reality, including SIGGRAPH and IEEE VR. He has worked on real-time audio at Intel, and on lighting technology for mobile games at Disney Interactive.
